ScHOOL oF ILLUSION: REVISED 


You focus your study on magic that fool the senses and make 
the impossible real. Most illusionists do not often find 
legitimate employment, their powers largely used to conceal 
precious or dangerous object or place from common sight or 
as magicians. Otherwise, they work as trickster, deceiving 
those foolish enough to fall for their devious magics. 


SCHOOL OF ILLUSION: REVISED FEATURES 
Wizard Level Feature 


2nd Illusion Savant, Lesser Illusion 
6th Portable Illusions 

10th Guise of Innocence 

14th Unreality 


ILLusIoN SAVANT 
Beginning when you select this school at 2nd level, when you 
prepare spells after completing a long rest, you may prepare 
an additional two spells, provided that they belong to the 
illusion school 

The number of additional illusion spells you may prepare 
increase to 4 at 3rd level, 6 at 5th level, 8 at 7th level, and 10 
at 9th level 


LessEr ILLUSION 
When you choose this school at 2nd level, you learn the 
Minor Illusion cantrip. If you already know this cantrip, you 
learn a different wizard cantrip of your choice. The cantrip 
doesn't count against your number of cantrips known. 

When you cast Minor Illusion, you can create both a sound 
and an image at the same time. 


PORTABLE ILLUSIONS 
Starting at 6th level, when you cast an illusion with a duration 
of 1 minute or longer that does not target a creature, you can 
choose to anchor the illusion to a creature or object. While 
anchored to a target, the area affected by the illusion follows 
the target in question. Though the illusion itself may move 
with or independently to the anchor based on the nature of 
the illusion, 

If an unwilling creature is anchored, it can make a 
Charisma saving throw to resist, on a success, the spell 
continues to be cast, but is not anchored to them. 


Guisg or INNOCENCE 
At 10th level, you've developed an illusion that presents 
yourself as harmless and uninvolved in current matters. Any 
creature who targets the warded creature with an attack or 
other harmful effect must first make an Intelligence saving 
throw. On a failed save, the creature must choose a new 
target or lose the attack or effect. On a success, a creature is 
immune to this feature for 24 hours. 

If you've dealt damage to the creature within the past 
round, it makes this save with advantage. 


UNREALITY 

By 14th level, you mastered the art of weaving shadow-stuff 
into illusion spells to make the unreal real When you cast an 
illusion spell of 1st level or higher, you can choose one 
nonmagical object or creature that is part of the illusion and 
make it real, You can do this on your turn as a bonus action 


while the spell is ongoing. The subject remains semi-real for 
the duration of the spell, or until you designate another 
subject, or none as a bonus action, If the subject is 
intersecting anything when it becomes real, it is shunted to 
the nearest open space before becoming real, unless it is an 
illusion of part of the scenery, in which case objects or 
creatures it is intersecting is moved to a nearby open space. 
If this cannot happen, this feature fails. 

Asemiteal subject is affected by gravity and has a weight 
appropriate for the subject, but the only force the it can exert 
is by direct contact (falling, swiping, biting, burning, etc...) 
When you affect the illusion in a manner that would deal 
damage, the subject uses your spell attack bonus and your 
spell save DC as appropriate (typically forcing Strength or 
Dexterity saves) 

The subject deals an appropriate amount of damage up to 
1d6 of the appropriate type per spell level. (For instance, a 
Sth-level illusion of an elephant's gore can only deal about 
3d8 damage despite having the capacity to deal considerably 
more damage) 

Ifa creature succeeds on an Intelligence (Investigation) 
check to determine if the subject is an illusion, the subject 
and anything else ever made real of the same illusion spell 
fail to affect it, unless it so wishes. 
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